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Thank you for selecting Tengen s PACKMAN for me Nintendo EiHertainmem System. 










OBJECT OF THE GAME/GAME 








The greatest hit of the decade rs finally available on the Nintendo Entertainment System*! Now you have the 
opportunity to guide the world-famous Pac-Man around a challenging maze. Yrur goal is lo have Pac-Man 
gobble all the white dots and the four ghosts haunting the maze 

Pac-Man. has to eaten "energizer' before he can eat any of the ghosts. To get the maximum number of points 
lhe energized Pac-Man must gobble all four ghosts before he loses his power and becomes edible himself 
Remember, once a ghost is eaten, it doesn't stay dead. It comes right back to haunt Pac-Man! Every time you 
finish a maze by having Pac-Man eat all the dots, a new maze with ever faster ghosts appears to lest your 
skills to the limit So gobble—or get gobbled! 


eat him. But;here's a catch: 
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PRECAUTIONS 


about playing 

this game or any of Tengen's games, please call a 


it you have any problems or questions 


iiotfra 


1, Tins is a high precision game. It 

are very hot or cold Merer hit or drop it Do nol lake h apart 


in ni, 




Tengen game counselor at 4Q8/43 3-3999 Monday 


2 toad touching the connectors, do not get them iMt or dirty. Doing 
so may damage the game. 

3l Do nol dean with benzene, pn nt thinner, tfcoftol or oiher such solvents. 


through Friday from 8:3 (mm -6:OOpm Pacific Time. 




Note: in ihe i merest ol product improvement. s$etii teamans and desipi are sufc,e: I !■: change vmbDul prior non-t. 

I and S 193&. Alan Games Ccrp. 

UntendaarHS Mmlefido Eniertnmeni Sysiem axe tnauemarks ai Nintendo or America, inc. 
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INTRODUCTION 
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STRATEGY. 
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The world-famous Pac-Mau is making his home entertamment debut with this 
Tengen game for the Nintendo Entertainment System. As in the familiar arcade 

game, Pae-Man is intent on 
being gobbled by 


eating everything in sight, all the while avoiding 

the infamous ghosts, B/inky, Pinky ; Inky, and Clyde. 


Pac-Man 


Clyde 


Orange 


Blinky 


Ked 


Pink 

Inky 

Lt. Blue 
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Success in playing Pac-Man is determined by point scores. Yon may either play 

against yourse.it', working to ever improve your own score, or against an 

opponent to beat his or her score. Points are scored by “eating* (moving over) 

the objects in Pac-Man’s path as he travels through the screen mazes. As one 
maze is cleared, a new one appears. 

The only threat to Pac-Man are the four ghosts. They must either be avoided or 

eaten. They may only be eaten, however, after Pac-Man has first eaten an 

“energizer. 1 ' Then the ghosts will turn blue for a brief period (briefer with each 

maze) and flee, When they begin to blink, the time in which they may be eaten is 
almost up, 

If you’re not quick enough and let Pan-Man run into a ghost while it isn't blue, he 
will get eaten himself I Fortunately, Pac-Man has three lives at the beginning of 
the game, so you'll have the opportunity to make this mistake at least twice. 
However, once all Pac-Man’s lives have been used up, the game is over. 


Z 





four large, blinking dots; fruit, which appears briefly two times in each maze 
beneath the ghosts* lair; and the ghosts themselves, The more Pac-M&n eats, the 
higher your score will be. 

Each dot is worth 10 points. 

Each energizer is worth 50 points. 

Ghosts are worth more points the more you eat at a single attempt (after a 
single energizer): 
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400 points 
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p omts 

0 points! 
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The fruit bonuses increase in point value with each successive maze: 


1st maze 
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After scoring 10,000 points you win be awarded an additional life for Pac-Man. 
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the controller must be inserted into the j ack labeled u 1 on 


In a one-player game 
the game machine. 




Two 






In a two-player game. Player 1 uses the controller inserted into the Jack labeled 
F on the game machine. Player £ t likewise, uses the controller inserted into the 
jack labeled “S." Player 1 is the first to play. Play alternates between the two 
players, with each turn lasting until the active player's Pac-Man loses a life. 
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[Select] 


A.t the beginning of play, the select button allows you to choose between a one- 
player and a two-player game. Press this button to position the screen indicator 
(a triangle) next to the game type of your choice. This button has no function 
during game play, 

■Note: If the game selection screen is not being displayed when you are ready to 
begin playing, press either the select button or the start button,) 


Control pad 


A button 
B button 

START button 

- SELECT bullon 
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After you have s e lected either a one- player or two-player game, begin the game 
by pressing the start button. The first maze will appear on the screen, with Fac- 
Man at the center of the lower half of the maze, poised to begin his meal. 

Use the start button during game play to freeze the action temporarily ( “pause"). 
Press this button again to restart the action where you left off. 


[ Coni i o« 


All of Pac-Man's movements through the screen mazes are directed by using the 
control pad. Pressing the right arrow moves Pac-Man to the right, the up arrow 

moves him up 
him down. 


the left arrow moves him to the left, and the down arrow moves 


and [B] 


These buttons have no function in this game. 
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The reset button Con the game machine, not on the controllers; is used to restart 

in the middle of a game f canceling the game in progress, 


It is best to avoid the ghosts until Pac-Man is within reach of an energizer, and 
as many ghosts as possible (preferably all four) are also within close range. Yon 

can attract the ghosts by moving Pac-Man back and forth in one spot (ideally, 
near an energizer). Once the ghosts converge, eat the energizer and quickly 
pursue the ghosts. Each ghost eaten in succession doubles in point value E 

Eat as many dots as possible while moving about the maze. It is best not to leave 
isolated dots, as you may be unable to get back to them later in the game- the 
ghosts will pursue you more quickly the emptier the maze becomes. 

Try not to get trapped in portions of the maze where outlets are relatively far 
apart — clear these when the ghosts are occupied elsewhere. When you do find 
yourself closely pursued by ghosts, escape into the "warp tunnel" through the 
openings at the sides of the maze. While in the warp tunnel, Pac-Man moves 
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faster than the ghosts. Also note that Pac-Man moves more quickly in sections of 
the maze that have been cleared than in those still full of dots. 


Each of the four ghosts lias a slightly different style of pursuit. Study each of 
them to learn the most effective evasion tactics. Also observe that if all four 

certain amount 


of' time, they will eventually scatter temporarily, then converge again. 


There are a number of status indicators that appear on screen as you are 
playing Pac-Man. 

The highest score of the playing session 
is displayed in the upper right-hand corner of the 

Player scores are displayed below the high score 
under M lup“ and Player 2’s (if two people are 
player is indicated by a flashing display. 


(since the game machine was turned on) 

screen, 

. Player i's score is shown 

playing) under up,” The active 
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tNote: The high score also appears at the top of the game selection screen 
flanked by the most recent scores for Player 1 and, if applicable, Player 2,) 

The number of Pac-Man lives remaining for the 

active player is displayed in the form of Fac-Man 
symbols (1 per life) at the bottom right-hand 

corner of the screen. 

The number of the maze which is being cleared is 
displayed in the form of fru it symbols (. 1 per 
maze), also near the bottom right-hand corner of 
the screen, above the Pan Man life symbols. 
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Tihis equipment generates and uses 

accordance with the manufacturer's instructions 


. 


that is, in strict 
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ion. It has 

a Class 6 computing device in accordance with the 
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specifications in 
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particular installation. It this equipment dees 
determined by turning the equipn 

more of the following measures: 

Reorient the receiving antenna 

Relocate the IVES with respect to the receiver. 

Move the N E S away from l he rece ive r, 

Plug the l\IES into a different outlet so that computer and receiver are on different circuits. 

ff necessary, the user should consult the dealer or an 
sugges 

helpful: 


J 


cause interference to radio or television reception, which can be 

to try to correct the interference by one or 
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TENGEN 90-DAY LIMITED WARRANTY 
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ium on which this computer 
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purchase. TcNGEN agrees to either repair or replace at its option, free of charge, any TENGEN software product 

. .. ip or similar proof of purchase. 
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SOFTWARE PRODUCT, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES. WHETHER ORAL OR 
WRITTEN. EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES OF MERCHANTABILITY ANO FITNESS FOR A 
PARTICULAR PURPOSE ARE HEREBY EXCLUDED. THIS WARRANTY IS LIMITED TO THE 90 DAY PERIOD 
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SOFTWARE PRODUCT 
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ions or how long 

or incidental damages 1 so the above limitations and 
exclusion may not apply to you, This warranty gives you specific legal rights, and you may also have other rights 

which vary from state to state. 
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an implied warranty Fasts or exclusion of consequential 


■ 


Add ress al I corresponds nee to: TENGE N i NC, 

Wa rranly Department 

P.O, Box 360732 

Milpitas. CA 95035*0782 






1901 McCarthy Blvd 


Milpitas, CA 95035 
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